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SURVIVAL TECHNIQUES 




You can raise up your score by making use of two multipliers. The first is the 
Bullet Absorb Multiplier and the second is the Beam Chain Multiplier. The 
individual score value of each enemy you destroy does multiply by both 
multipliers. 

By absorbing enemy bullets you can increase your Buffet Absorb Multiplier. 
Additionally you can increase this multiplier by absorbing bonus containers 
and hidden special bonus items. 



By chaining enemies, wr'rh your full charge beam , you can increase your Beam 
Chain Multiplier. This Beam Chain Multiplier is decreasing by one point per 
second while you don’t beam chain enemies , so be quick. 
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SCORING TECHNIQUES 
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CREDITS 


Timm Hellwig 

Rene Hellwig 

Programming 

Concept Art 

Engine 

Enemies 

Game 

Backgrounds 

Game Design 

2D Graphics 

Level 

Design 

Enemies 

Pixel Art 

2D Graphics 

Colouration 

Additional Game Design 
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Main CGI Design 

Animation 

Enemies 

Additional CGI 

Art Direction 
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Cover 

Animation 

Manual 

Sound FX 



Freelancers 

Rafael Dyll: Music, Voice Engineering 

Steven Wen; Cover Artwork 

Hideyoshi: Manual Sketches 

Kaspar Zenklusen, Diego M. Fischer; Stage 5 Music 

This product uses KallistiOS. 
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